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The child may draw a numeral and then show the possible combinations for obtaining that ; FOR | 
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nee: MADE IN U.S.A. 9518-X ONE CHILD 
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a. Show the sequen 1234567891 = i = 
\ : uence: Oo 
( b. Repeat the same numeral in showing a number as: 5 5 5 5 5 Game No. 2 : FOR 
: c. Find the numeral for a number described in a ‘number story’’ as: I have six pencils. 
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1 Place all of the numerals and symbols face down in a draw pile. One player draws a numeral ; 
| GAME No 3 from the pile and places it face up. Each player, in turn, draws numerals from the pile. The first ( 
: player to set up an equation with the face-up numeral as the answer is THE WINNER. { 
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Place all of the numerals and symbols face down in a draw pile 
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] 
to complete fact. h Tak 
‘acts ake tu 
as shown in Game No. 1. The first player to com rye crawing numerals 


plete the facts is THE WINNER. 


i; 


n in a draw pile. Each player, in turn, draws 4 numerals. All 


Place all of the numerals face dow: er with the highest sum is THE WINNER. 
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GAME No. 5 players place their numerals face up. The play poi! 
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Place all of the numerals face down in one draw pile and all of the symbols face down in another 
draw pile. Each player, in turn, draws 4 numerals and 2 symbols. The player, who combines his 
numerals and symbols into an equation showing the highest sum is THE WINNER. 
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GAME No. 6 


OR ear Oe 


Ui UL L 


ae Ee Ore 


Baa ss ORS SKU 


ee Oe 


eo a 


(oe a ee a Cet 


